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About this Hint Book 



bis book was designed Ed help you into and out of dozens of 
frustrating situations while playing Spare Quest /V, We've 
attempted to cover every possible obstacle you mi phi en¬ 
counter, and ever a few you probably won't to make this 
book your complete guide Eo the game. 


How to Use this Book 



ow you use this book is entirely up to yon. Maybe you want 
to dive in now and read the whole darned thing. Go ahead, 
see if we care. We know your kind — you probably read the 
last page of a book first, coo. don’t you? 


Ahem. Those of you who don't read the last page First understand (hat an adventure 
game, like a good book, is meant to be explored, to be experienced, to unfold for 
the player one page (or screen) at a time. Unlike a book, the progress of an 
adventure game depends on your actions and reactions to characters and situations. 
Problems wilt arise, and you’ll have to solve them. Sometimes the answers will 
be crystal clear, other limes you'll find yourself yanking your hair out or abusing 
your pets in utter frustration. Then, and only then, should you peek at the concents 
of these pages. Find the quesiinn thai best describes your problem, and use your 
Adventure Window to reveal one hint at a lime until you're able to solve it. Hi tics 
progress from a nudge in the right direction, to a shove in the right direction, to 
an all-out. bash you on the head solution. 

After the Game 


he last section of this book contains a detailed walk-through 
and points list. When you've finished the game, take a look 
at this section to see what you might have missed. WARN¬ 
ING: Reading this section before playing the game is right up 
there with reading the last page of a book, and is highly 
frowned upon, 
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Note to Beginning Adventurers 


f this is your first time playing a Sierra 3-D Animated Adven¬ 
ture Game, the following tips may help you get started. 

* Remember to save your game frequently — see your Sierra 
Game Manual for details. 

* Examine your surroundings carefully. Look at everything, 
and talk to everyone. Clues can be found in the most unlikely 
places. 

41 When in doubt, try everything. You can never tell just what will help you out of 
a given situation. 

Thanks for playing Space Quest IV. 



Interview with the Two Guys From Andromeda 
A.K.A. Scott Murphy and Mark Crowe 


he misadventures of Roger Wilco have been coming at you 
since 1986, driven by Sierra's craziest design team, the Two 
Guys from Andromeda. Here to cell you a little hie about 
themselves are their alter-egos, Scott Murphy and Mark 
Crowe. 



You guys have been at It fur a hcck nf a lung time. How did you team up? 
Scott: Mark and I teamed up working on the Black Cauldron project. I begged 
Ken to let me work on it; I wanted to be more creative. 1 was interested in 
programming, but I didn't really have any background. I bugged Ken, and he 
finally said. “Okay, we're working on il out at my house. Come on Out. and we’ll 
see what you can learn."' 

Mark: 1 had been working in the Marketing Department as an illustrator and layout 
artist, and had been transferred into the computer graphics division. During the 
Black Cauldron project, which was my second "medieval"' fantasy, we decided io 
put our heads together and develop a space adventure. 
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Scott; In other games, you always played ihiis very noNe hero. We wanted to do 
something different, WTiai if this guy was just your average Joe, forced into the 
hero role? He gets lucky sometimes, and docs the right thing, but he's nobody 
special. 

We knew that space games didn't really excite Ken. because I’d already proposed 
one, but it had just been an idea; no art, no storyline or anything. For this one, 
Mark whipped up four rooms of graphics, and I put together the code to run them. 
It was basically the first four rooms of Space Quest J. Ken came and looked at it 
and said, "Thai looks like fun." So, we went ahead and did il, and darned if people 
didn’t seem to like it! 

So it was an idea whose time had come? 

Scott; Well, it was an idea anyway. A lot of people seem to like it, which tells me 
that there are a lot of people out there who are quite deranged, and I'm happy to 
have almost known them. At least, they’ve known me a bit. 

Mark; We can't really say that it was the first space adventure, but certainly the 
first funnv one!! 

Scott; One of the really fun things about making Space Quest I was that we were 
so ignorant, 

Mark: Hey, speak for yourself! 

Scott; We didn't know what we were getting into. We really had no idea how much 
goes into creating a game, and how much it takes out of you. It seems simple from 
the outside, but it all has to work together, and I don’t think everybody can make 
that happen. 



Do you get a lot of fan mail? 

Scott; Yeah, wc do get a lot. One of the 
most interesting pieces of mail we’ve 
gotten recently was from Russia. 

They don't sell the games 
there, so obviously it had to 
be smuggled in somehow, 
but there’s a computer club 
there. It's very exciting to 
get mail from people all 
over the world, and seeing 
how we've affected them, 
made them forget their 
problems, or just given tiiern 
a laugh— it's one of the best parts 
of die business, 


Mark: We also, on occasion, get letters on cassette tapes from some very imagina¬ 
tive people. Tho-se are the most fun. Bui it’s becoming harder and harder to answer 
all of the mail, We’re trying, folks! 

Dow dues game design happen fur you? Do you know exactly where it's going 
from day one, or is it mure spontaneous? 

Scott: A lot of our design starts with a basic idea; "Here’s where we’re going to 
start, here’s where we're going to end, and I think wc w'ant to go here, and here, 
and here in between" Then we get bored with talking about it. and wc just start 
doing il. I think we've done some of our best work that way — Seal-of-lhe-Pants; 
game design. There were a to! of brainstorming sessions where we'd be working, 
and one of us would turn around and say “Hey, what if wc did this?" and the other 
one would say, “Yeah, and then we could do ill is!" There were times when we 
didn’t have any idea what was going to happen next. It was really fun for us. It 
was almost like a game, making a game. Jf it isn't fun for us, wc can’t feel like it 
will be fun for people who buy it, 

Mark; Yeah, we’re our own toughest critics, We have to make a game that W£ 
would enjoy playing. If wc don't, it's lake, why bother? Oh yeah, the money. I 
forgot about that. 

Wtwt kinds nf projects do you want to be Involved w Ith in the future? What's 
your dream game? 

Scott; My dream game is a game that has much more deplh of story and character. 
Space Quest is kind of a Huffy game, which is fine, hut I want to do something a 
bit more hard-edged. Actually, right now I'd like to do absolutely oothing. I'm 
going to be brain-dead for a while. 

Mark; Well.., E'd really love to design something for the new “Brain Boy" game 
system. It's a brain-ini planted micro-game card lhai,.. 

Scott: Shut up. Mark! 

Mark; Oops! [ guess I let the cat out ol" the bag on that one. Sorry, Ken! 
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H(iw 10usethe Adventure Window for hulls: 
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Space Quest IV character 
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* Hath liinE .starts wilh a solid circle. 

Q A hollow circle indicates that thu iilnc is longer Lhan ihic line. 
Lint up die circle to show Through the hole in your Adventure Card, 
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I'm being stalked by a shrieking zombie. Every time he gets near me, 1 get 
/upped by a Security Droid. Is (here a way to get rid of him*’ 



I killed the Security Droid, but bis homing heacon is still flashing. How do [ 
turn it off? 
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i'Lll^ONAUTY 


JLl'iJJ-. 


Tiineripper—sarty oorcapl and 
charadjsrttescnpboft, Each 
Space Qua« IV character 
began wifi a simitar Tact £h«l 


n «w k> use the Adventure Window for hints.: 

* Eadi hint .starts with a solid circle. 

O A hollow circle indicates that the hint is lunuer lli;ui one line. 
Line up the circle to show through the hole in your Adventure Card 
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I keep seeing (his really annoying rabbi! with a bass drum. Can I kill him? 

o 

* 

* 

O tower righl corner of the screen. Click the BAND cursor on (he rope (jo 
O | k i up 

• Nr 

O and click ihe ROPE cursor on the grou When the bunny walks 

O 

• to hide? Thai’s 

O columns in the upper right side of the screen w here y ou Sound the rope, 

O 

Pm being slalked by j shrieking zombie. Every time he gets near me, I get 

capped by a Security Droid, Is there a way to gel rid of him? 

• 

• d K Murk hitrm less and blind as a bat. Ju&i slay uU oi' h is way a rid 

O 

I killed the Security Droid, but bis homing hcacon is still Dashing. How do [ 
turn it olT? 

• I can 4 

O 

O before he reduced you to a writhing mass of goo? I hope you've learned 

O 
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l T ve found a skimmer parked on (he street* Can I use it? 


What about (he tank? 



Yohaul's Super Computer—tfus eajty design was later changed Id tthe 'bio- 
mechanical' ccncepl of the Stiper Cotpuibt. 


Hi iv, do I gel into ihe bank? 






I can’t ml tnlo ary of the buildings around here, tan J get into that big ugly 
dome thing? 


I’ve been wandering the streets of post-w ar Xenon Tor hours and this zombie 
guy is really starting to annoy me. Is there anyw here else 1 can go? 


I tried to go underground sod 1 exploded! Did l do something wrong? 


I'm id an empty room under Xenon. Now w hat? 
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I’ve round a skimmer parked on (he street* Can I use It? 

* 

O inn. thoug.fi — 

O 

* 

o 

* 

What about the tank? 

• 'ii "i 

* 

* HU went in piece* liLihi ' I w;inn d ynu 

* 

* , • ir 

* 



Ybhaul's Super Computer—this tarty design was later changed to tit foe 'bto- 
mechankaJ' conoepl d foe Super Cofrpulsr. 


How do t get into the bank? 

* 

* 

1 can't get Enlo any of the buildings around here. I an I gel into that big ugly 
dome thing - 

• 

• Sec Lhe little window way up on top? You’ll have to flv up there. 

• Whe 

O 

rve been, wa nder in g the streets of post -v, ar X emi n Tor hours, and t hi s zombie 
guy is realty starting to annoy me. Is there any where else 1 can go? 

• 

0 

* 

* 

I tried to go underground and 1 exploded! Ilid [ det something wrong? 

* 

O 

I’jlt in an empty room under Xenon. Now w hat? 

• 

O 

* 

* 
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000*00* o* 


The movie*S over, and Fm stuck in ihis room. How do [ get out? 


* 

O 

« 

o 

Fm in a sewer pipe, Ifs not bad. really, but there's not much going on {except 
fur Ihe green slime that keeps following me around), Any suggestions? 





How do I gel oili of the sewer? 

# 

4 

« 

O 


A ship landed on the street, and a lot of mean looking guvs with guns gut out. 
Should [ hide? 





Can I get hack dow n lo (he street? 


I'm iLill in ihe landing bay, and I keep getting shot. What lire heck am [ 
supposed to do here? 



Ftii in the lime pod, hui t can't gel it started. Hid t miss a sei or keys 
somewhere? 








































The rnovk'S over + and I'm stuck in lhi> room. How do [ get out? 

* 

G 

Q 

T'tti in a sewer pipe. It’s not had really, tint there’s not much going tan i except 
For I he green slime that keeps Following me around In Any suggestions? 

* i hav 

O 

• 

G 

O 

* I kmi'.', 

O widk around until some slime starts Oozing from somewhere. Stand 

O 

O 

How do I gel till! of the sewer? 

* 

* 

O i 

A ship landed on the street, and a lot of mean looking guys with guns got out. 
Should I hide? 

• Well. I wouldn’t let them catch you. On the other hand, they du have . 

O 

• 

o 

o 

• 

o 

• Click the hand on the area jusi below the Ice. Ol! you go! 



Can 1 gel hack dow n la the street? 

* 

* 

* 

Q 

O 


I'm Mill in the landing hay, and I keep getting shot. V\hnt the heck am I 
supposed to do here? 

• 

O ll 

o 

I'm in the it me pod. hut I can’t gel it started. Hid [ miss a set of keys 
somewhere? 

* 

o 1‘ I V l‘ P P (Ufir Identity Verification Pirate Protection Prn%.nim) 


Vnu have /ee code, no? 

You have ^ecdocLimcnlulion, no? 

The L IVPPK tv located in Space Piston MtigazIhD, to iht Tintmtmer 
2iXX)&t X Road Ten article hj Y. Hugh fuiUu 



oooooo* 


I entered the UJ.V.P.P.P., but the pod still won't go anywhere. Whafs the 
deal, guys? 




* O *000 



I’ve landed Ihe time pod. now how do ] get oul? 




1 found a cave, hut every lime 1 go in. a troll cat* me. l)n I need a lantern? 



1 keep gelling /upped by (he Sequel Police. How can 1 avoid them? 

* 



I’ve 

* 

O 


fallen into a giunl bird'* nest. How do 1 get out before I'm lunch? 


ia 




































I entered Ihe U.I.V.P.P.P., but the pod slill wun’f go anywhere. What T s the 
deal, guys? 

# 

o 

O you entered the pod were for Xenon, wmeliriw in the future. 1 hope you 

O 

O remember ihem ' 1 Hope you sieved your game fsntckcr)! To gel :jn_v where 

O 

O /. - i 

* 

* Aw. come on, just try il - 

0 


Fins! character study lor ihe new and 
improved. VGA Roger 


0 0 0 * 



Estros buttes 


I’ve landed I he time pud. now how do t gel oul? 

* 

I found a cave, but every lime 1 gst in* a troll eats me, l)n I need a lantern? 

# 

* 

O question was a clever iusc to ferret out indiscriminate hint book users! 

* 

Q 

1 keep gelling /upped by the Sequel Police. Ilow can I avoid them? 

* 

O 

The best way to avoid the Sequel Police is io e*ti your pud and walk 
immediately to the jar West side ot the butte. After a large, formidable 
shadow passes overlfre ground, walk back ioiIk pod and take the stairway 
down. There's j munu of a pterodactyl jusr waiting to give you a lift. 

I've fallen intu a gum! bird's nest. How do [ get out before I’m lunch? 

* 

O 

0 






Fee escaped Ihe pterodactyl nest, only to he captured by a bunch of scorned 
women, Is I here any way out of this? 



The Latex Babes have fled, and l T m about In become a siug snack. Is (his the 

end? 

* 

# 

O 

* 




] zapped Ihe slug, but it just made him mad. How do I finish him Off? 



The Sea Slug s, maw animation was 
wwkad out in eaity pe n t?i draw xjs 
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THE GALAXY GALLERIA 
MALL 



I tie Latex Babes have gone shopping, and I’m wandering around the malt 
It’s a cool enough place, but Fm nol feeling very heroic. Is there something I 
should be doing? 



This automatic walkway is loo slow. Can I make if 
O 


faster? 


Fm wearing my Generic Space Hero suit, bul [ don't have enough Ruckuzoids 
to buy anything else. What's next? 



Excuse me, fe lhere an Automatic Teller Machine around here anywhere? 








































f'ti escaped the pterodactyl nest. only to he captured by a bunch of scorned 
women. Is I here any way oul of this? 


The Latex Babes have fled, and Pm about to become a slug. snack, Is this (hi 
end? 


The Sea Slug's maw animation wa& 
vro^ed out in tarty pend draw ngs 




THE GALAXY GALLERIA 
MALL 


The Latex Babes have gone shopping, and I’m wandering around the mall 
lt\a (im>I enough place-, bill Pm nol feeling very heroic. Is there something I 
should be doing? 

4 

O 

4 

O 

This autontulie walkway is loo slow, Can [ make if go taster? 

4 

O 

4 

l "th « earin g my <J e neric Space \lero suit, bu 1 1 don't have enu ug h B ucka/oids 
to buy anything else. What's nevt? 

4 

4 

O 

4 

Q 

hACtise me* is (here £0 Automatic Teller Machine around here any where? 

* r^SI tn the sOflW'ftfr itJHt, 


IS 




These earty skelches showed how 


1 round the Automatic Teller Machine, hut it w on't let noe use my card. Mow 
do I make it work? 



The cute alien tfirl a-^lked me tu ^katmfc with her; Where can I rent some 
skates? 



I know 1 need to buy some Ihings, hull don't have enough money. Where can 
I pick up a few quick Bucka/olcLs? 



Q 

Lft 



Voftau, s speech wfiu&S &e animated, 




Do [ need unvihinp: from Had in Shock ? 

. m&BBgmmBmmmmi&msm 


\i 









































■R^es&ea/ty sketches showed how 
1 Hun ml thf AnNnUntk I L'lkr* Mar hi He, hilt it 1 A f>n’t let me Use 111V card, H»W 

dca I make it work? 

° 

G >ou*d be able to fool Ehai machine? 

* 

O I 

* Now go back to ihe Autumn lie Id la - Machine and Clean House 

The cute alien girl asked the to ft* skating with her. Where ear I reni some 
ska Its? 

* 

* 

* 

O 

I know I lU'td to buy some (hint’s, hul l don't hme enough money. Where can 
I pick up a few quick Buckazoids? 

* Have you considered getting a job? Somebody around here is b 

G 

in 


toftayis speech w&jiy be animated. 

* 

Hc’-s looking for a competent employee, but maybe you'll do. 

Him am 1 supposed in earn money w hen I keep get ling fired? 

» 

O 

o 

• 

Q [bought, Have you tried going back i 
m Go hack to Monolith Burger and i r a job i 

o 

Can I huy anything a I the software store? 

* 

O 

Do I need any thing from Radio Shock? 


IT 




o 


Okay, this is mv se cond trip to the mall. Now do t need anything from Radio 
Shock? 



INe been reading the Space Quest IV hint book, !t's been very entertaining* 
hut it hasn't helped me vet. Is there any useful information in it? 




I 'm at the Women's Clothing store. The clerk seems eager to help me — 
there something I need here? 

* 

O 


is 


itt 



I'd really like to waste some time and Bucha fields at the arcade. Can 1 do that 
without getting shot? 



Where can I change out of (his nil disguise? 




INe dune and seen everything I can at the Galaxy Galleria Mall. How do 1 
get out of here? 








































* 

o 

Okay, this is my s econd trip to the mall. Now do t need anything from Radio 
Shuck'. 1 

• 

O 

O' carefu! ty ubo i <r iti is bcfri] e readinary fy nKcr. This; might he one of rhr iy 

O 

* 

* 

o 

o 

* 

O li 

o 

* 

I've hetn reading the Space Quest IV hint hook. It's been very entertaining, 
but it hasn't helped me yet. is there am useful information in i|7 

• I hvi 

O 

* 

Q 

* 

o 

I'm ai the Women s ( lathing Store. The clerk seems eager to help me — is 
there someth!ns i need here? 

* Relieve il i 

O 

* Dt 

O " IN'.. : 

* 


lit 


O 


* 

o 

o 


Where can 1 change out of this ... uh disguise? 

* 

O 

o huh? 

I’ve done and seen everything I can at the Galaxy Galleria Mall. Ho« do I 
get out of here? 

* 

Q 
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Help! The Sequel Police have tracked me down at the arcade — can I lose 
them? 



] di Ichcd ihe Sequel Police a I (he arcade, bul then always ealch up in me 
sooner or later, Where can ] hide? 



I've mil -fused (he Sequel Police once again. hot now I’m at a loss. What should 
Ido? 



stupid time pod. Where else can I go? 


I'm 

* 

Q 


in 


the 
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Wow, dejii vu! I'm hack at Hence Hats, and it's in AIM Can 1 gel into Druids 
B Us? 

* 

O 

Every lime I try to explore this lovely tow'res landscape, I get zapped- What 
should I do? 


* 





I went to the har, hut 1 gut tossed out on my ear {so lo speak) by the 
Monochrome Boys, Am I here for a reason? 



1 got rid of the Monochrome Boys, bul I here's nothing much else going on 
around here, [f 1 hang around too long, they're buund to come hack, right? 
Who I do 1 need to do before 1 can get ihe heck out of here? 

































Help] The Sequel Police hate tracked me down at the arcade — can I lose 
them? 

* 

O 

O 

* 

* 

o 

Q 

J ditched (he Sequel Police ai the arcade, bul then always catch up le me 
sooner nr later. Where can ] hide? 

* 

® jj med ! You'nr eemtg to have to make ii difficult for them to get a sbm at 

O 

! 

# 

o 

I’ve nut -lbsed I h t Sequel Pol tee once aguin* hot rum ] T m at a loss. Whal should 
Ido? 

* 

I’m in the stupid time pod. Where else can 1 go? 

* JgD 

O 

* 

□ 

o 

* IZZaUBT 
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ULENCE FLATS 

Wow, deja vu! I'm hack at l lence Hals, and it + s in AGI! Can 1 get into Droids 
H Us? 

• 

O 

Every time I try tu explore this lovely low-res landscape, [ net dipped. Whal 
should l do? 

# 

# 

• 

I went to ihe bar, hue 1 gut tossed out on my car iso to speak) by the 
Monochrome Boys. Am I here for a reason? 

# Roger, it + s time you stood lip fbr ytmrsdf. Go b»ck in there ant)... we.ll. 

<5 mti ni such 1 idea. Jusi do whal any other red-blooded 

o 

* 

o 

1 got rid of the Monochrome Boys, bul I here "s nothing much else going on 
around here. If I hang around too long, they're bound to come hack, right? 
What do 1 need In do before I can get the heck out of here? 

# 

O 

• 

L think I'm done at l ienee Flats, W here do T go from here? 

* I lead back to Xenon, You do have the coordinates, don't you? 

• The cooidlraiies were on the screen when you first entered the pod bock 

O 
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1 can't gel back to my limepod—the Monochrome Boys keep killing me! 





Artj$fs concept ol Fiber s Murewte, 
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O • 0*00* 000* 




J t ve landed back on Xenon. Can I get inside Ihe dome? Do 1 even want to? 


I’m in a tunnel. When l <ry to walk tothentherend, I gel Tried. Is there a way 
through here? 
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j 


































1 can't gel hack to my timepod—the Monochrome Boys keep kilting met 

• I 



Artist's Dorcaps ol Rogers 'Wewite, 



I + ve landed hack on Xenon. Can I get inside the dome? Do 1 even want to? 
O 

o 

Q 

Q 

* it it - 1 

O 

o 

o 

* Find wj 

* t 1 ' r 

o 

* 

I’m in a tunnel. When I try to walk to the flther end, I get Tried. Is there a way 
through here? 

* 

O 

• 

o 

o 

* 

o 

o 
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Vh ... I dun't want to sound like a dork, but where do I gel the cigar hull? 


I can see the laser beams, but 1 stilt can't walk through them without killing 
myself. Is this a trick? 



later cdo* versions ol ihe Manochnong Boys stayed true to the ong nal sKalchas shown here, 
24 



I made it through the tunnel* hill I keep getting zapped h> Security Droids, 
How can I amid them? 



I went Eli rough the tunnel, looked at the terminal, and got hack out alive, in 
there any thins else I need tu do here? 




1 bought this FocketPal 1M adaptor thing — what do 1 do with it? 



















































Vh ... [ don't want to sound like a dork, but where do I gel the cigar hull 1 .' 

• 

O fired you Ifs laying at the end of the Galasy Galleria walkway in ike 

O 

[ can see the laser beams, but J still can't walk through them without killing 

myself. Is this a trick? 

Q : . lil'J k'.' ..V- I> ! " .il ‘ • X ' 

q an gles of -eacrti of laser beams. The object is to enter the correct n ualtmi 

O 

O . you can walk ihrmigh ihe tunnel Unmolested. 



Later cotor versions d the Manochraena Boys stayed bue to the original snatches shown here. 
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* 

O 

O 

o 

o 

• 

entering ri*4 ithuS the keypad.. 

9 I (IK into the 

O 

t 

o 

[ made it through the tunnel, but I keep gelling capped by Security Droids. 
How can I avoid (hem? 

• 

O 

# 

o 

O terminal you see upon entering ihis area. You’ll get a close up view ol ihe 

O 

O 

O i 

I went ihrnugb the Tunnel, looked at ihe terminal, and gnt back out alive. Is 
(here anything else 1 need tu do here? 

# 

O Computed terminal. Where rmghi you go for a niiH ck. 

O Hi J-c 

• 

Q IJl ■ I 

9 

1 bought (his Pocket Pal™ adaptor ihing — whai do Ido with it? 

* 

* 

O 








Vi v PocketPal™ won't untie, and the aboveanswer didn't help mc + Any other 
brilliant ideas? 




I plugged in ray Pock etPiil™, and Sludge V oh an I showed up. l>id l do 
something wrong? 


2h 



Rogers inp through ihfc timestraan raqufaed soma crasBve opspecive tricks on artists' parts. 


Fin wandering m round in side Yohaul’s Super Computer Where should 1 go? 



I found a door with a key pad on it. 1 think this is (he Programming Chamber, 
but what's the code? 



Pm [n the Programming Chamber, and all [ can see is a lol of strange symbols 
on thy screen. Whai am \ supposed to do here? 



2? 







































My PoeketPal™ won't work, What am 1 doing wrong? 

* 

O 

* 

o 

o 

o 

0 

• 

o 

o 

• 

o 

o 

o 

Mj PocketPal™ won’! work* and the above answ er didn't help roe + Any other 
brilliant ideal? 

# 

O 

o 

» 

• 

Q 

• II 

O 

* 

o 

o 

o 

I plugged in my Pocket Pal™, and Sludge Vohaut showed up. l>id f do 
something wrung? 

* 

4 



Roger's tnp through the umesheam rented some creatNe perspective' tricks on artists' parts. 
Fm wardering around inside Yohaul’s Super Computer Where should 1 go? 

• 

[ round a door with a keypad on it. 1 think ihts is (he Programming Chamber, 
but what's the code? 

* 

* 

Q 

t 

G 

• 

I'm in the Programming Chamber, and all [ can see is a lot of strange symbols 
on my screen. Whai am [ supposed to do here? 

* 

O 

o 

* 

o 

o 

* 

Q 
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I've round Roger Jr, but these orbs keep shooting at me. How do I help him? 





I fought Roger JrAohaul, and he's stuck in the beam again. How can I get 
Roger Jr, 's disk back? 



2 % 



The following section includes hints that experienced game players may not want 
to sec. Continue reading ONI.Y if you have trouble getting started playing Space 
Quest m 

As our story begins, Roger finds himself back on his home planet, Xenon, 
sometime in the future. 


ON IHE STREETS OF XENON 


o 

* 

O 

* 

o 

o 

o 

• 

o 

o 

Q 

* 

o 

o 

* 

o 

o 



I 
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r can’! find Huger Jr.i Where are they keeping him? 

# 

IV# found Roger Jr, but these orbs keep shooting at me. How do I help him? 

* 

* Fn 

0 

I’ve reac'h^ Roger Jr only to find him possessed with Vohuu]! W hat now? 

* 

O 

* 

0 

o 

• 

o 

I fought Roger Jr/Vohaul, and he's stuck in the beam again, I low can I get 
Roger Jr/s disk hack? 

• 5e 

* 

I've got the disk, now h hat do I do « ith it? 

* 

• Choi 

0 

• Now dick on BEAM i. PLOADtts 

O jhiIo, Click ..hi DISK UPLOAD lo upload Ru; 

o 

o 

o 

• 


2* 


WARNING!! 

The following section, includes hints that experienced game players may not want 
to see. Continue reading ONLY ii'you have trouble getting started playing SjMicf 
Quest IV 

Ah our story begins. Roger finds himself back on his home planet, Xenon, 
sometime in the future. 

ON THE STREETS OF XENON 

* 

o 

* 

o 

* 

O till 

o 

o 

• 

o 

O i. . 

o 

* 

o 

O DON’T take ilie unstable ordnance. 

* 

0 

o 


20 






IN THE SEWER 



IN THE LANDING BAY 

« 

O 
O 

* 

o 
o 

« 

o 
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OOO IOOOO lOOO • ooo 


ON ESTROS 



































IN THE SEWER 


ON ESTROS 


o 

Q 

* Click (he HAND cursor on (he door go itie left side of the 

Q 

V 

o 

0 

Q 

O 

O 

* When yoi 

o 

* Wail until The shuttle Linds 

0 

O lire i 

9 

O shuttle, click lie HAND curst* on ihu upening below the I 

O 

IN THE LANDING BAY 

* When Roger e % its the >h utile in i hi ■ land* ng hay, walk one i 

O (lie shutilu- When the second linwpod appear', wail tor the pilot to evil 

Q ml w ulk up-screoi. Click the 11 AND cursor on Eire pod to climb into 

* 

0 coordinates you'll Read io return id Xenon later. Rtlkm the 
0 111L- . v s'■. \ 1 

• Punch my six digits fitu 
O ■" 


* 

0 

• 

0 

0 

9 

O 

o 

0 

o a slug. Whc 

o 

« 

Q 

O 

o 

AT THE GALAXY GALLERIA 

m 

0 

0 

Q 

o 

• 

O West, and ger off at the hip and Tall stoic. Click [fw TALK cursor on the 

0 

O 

• 

Q 

O 'Annptcd. Complete (tie arcade sequence. dr just skip il if you d«riTrtUftd 

O • | ■■ ■ 
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OO* OOOO* OO* OOO* 



ON ULENCE FLATS 


* 

o 

* 

o 

o 

o 

* 



ri-'Tt'* 


z -■ 
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* 

Q the escalate* I ick ihe HAND c 

o 

* WlBtKlK! 

0 

O 

» When you*re fill “‘dresserT up, « 

O 

• 

0 f i (WS ihe escalator pi atform, and g« on the walkway heading Bast Stop 
O # the AtiloBucks machine Eo the left "1 the 

O AutoBucfcs card from the inventory window,and dick the CARD cursor 

O 

* 

Q I ill ' 

• t ici *.hi the walkway heading West, and return to the 

O store. Go hack into iticdrvviing room and change into yourGencric Space 
O jfso suit, Exit the women's clothing store and get on the walkway 

& :.ll : 

# Cross the escalator platform and g 

O "■ ■■ i .• •■’= '■■ 

O left Clic k 11 ve FYE cursor on ibe vatious pack ages I s 

O t • 

* you Eind the Space Quest IV 11 ini Book, el ick the £\ !I cursor i>n 

O 

0 w indpw, ami dick I he BUCKAZOLD cursor on the clerk to pay him 

* Exit the software store and go Easi to return to the esodxtor platform. 

• Get on the Walkway heading West, Stop as ihe arcade, Walk to ihc right 

O 

® on the bottom > te of the screen. 

# Get on the wa I kway heading Wei 

O plat form tn front of the w<xi ten' - c lathing 
O ilk ■ • i; I' hi v .. 


• W] 

O 

O 

O 

• Enter ihc arc:idi: and click lhe HANDcursorOft the iimepo<i. Once inside. 

O 

O 

• 

O Quest IV hint book. Find the question abo 

O 

O 

O 

* , runepo 

O 

Q ! 

ON ULENCE FLATS 

* 

c 

• 

Q Which the program cun [rolled sequence. When Roger emerges from his 

O 

O 

• Renym to the timepixl and enter she coordinates for Xenon. 
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BACK ON XENON (ONE MORE TIME) 


BACK ON XENON 


o 

o 

o 

* 

o 

o 

o 

* 

o 

o 

o 

o 

o 

* 

o 





t **/l' 
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BACK ON XENON 

O 

o 

o 

* 

o 

o 

O Click the WALK cuism ™ rhe iVtr end of The tunnel to proceed* 

* 

Q 

Q 

O 

O 

Q 

* 

O 

BACK AT THE GALAXY GALLERIA MALL 

* 

O 

■ 

o 

o 

o 

• hn 

O 


M 


BACK ON XENON (ONE MORE TIME) 

o 

* 

Q 

O 

Q 

• 

Q 

O 

• 

O North. Click the LAPTOP cjifsoc on ihi- rustneM 

O 

o 

• 

o 

o 

* 

O i iilk North again • 

® i um: heW y. .ilk. yflfi -sui-jii i ; A>l. grtfi Soulh, and lli^ii pfOMf&l W<,sl lifllll 
0 me i" a lijtrge door. Thi^ iv the Ptogniriimiiig Chamber 

• Open the 

O 

0 

Q 

o 

* 

o 

O comer of ih<? vcinjen, iNcji release tht mouse button. llii> ^ilt disable I IK¬ 
'D 

* 

O HR \I...••!■’ ^k-r s i 

O 

o 
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(XENON SUB-SURFACE CONDUIT) 




57 





































































OOOG0OO* 


* 

O lermiital yoi 

0 

• 

0 

O 

O 

* 

o 

o 

0 

W^Hien Roger k. i* caught in the beam again, dick the WALK cursor nn 
(he Ladder on the left /,ide of the platform to climb down, When you come 
back up, select the disk from your inventory window. Click the DISK 
cursor cm the disk drive. A menu will appear. Click on BEAM UPLOAD 
(0 upload Votwul into the Super Computer Click on DISK UPLOAD to 
upload Roger Jr into I he Supercomputer. Click cm Roger Jr/sname, (hen 
Oh REAM DOWNLOAD Roger Jr. will be downloaded itilo his body, 
and YbhauJ w ill he formatted 



Oaginai contepi lor late* Bails' space cruiser 
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(Street! 

START 

HERE 


XENON STREET AREA 

\/r \AfS\A ^ ■ i/rr i v/i/rw 


Street 


Street 


Street 


(Street) 
Patrol Ship 
Lands Here 


(Street) 

Unstable 

Ordnance 


Street 

(Grate) 


Street 


Street 

(Pocket Pall 


Manhole 


XENON SUBSURFACE CONDUIT 


Maintenance 


Tunnel 


IS lime) 


































Nest - 

Lond Here 

1 




Access to these 
room? depends 
on where you 
entered from. 



Estros 
uttes 
Area 
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Slair& from 
level 1 to 2 
only! 



Laser 

Tunnel 



4L 


































































Points List 


XENON STREET 


SEWER 
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SUPER COMPUTER 
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Points List 


XENON STREET 


Get Pocket Pa l ., . , . ,.. . . ..5 

Gel Rope . . .. 5 

HkJc From Socuriiy Droid . . ...5 

Catch Rabbit With Rope . 7 -U> 

Gel Ordnance. ............. ...... *7 .. 25 

Rl’UHii odfelflce .....-20 

Open Crate And On Underground . . ... ......... 5 


Climb Out Manhole i from sewer) 

Escape in Sequel police .Shuttle ... 

SEWER 


Get Jar ......... . .. , y,"5 

View Hologram . « , . ................. , ..... JO 

Scoop Slime ..... 5 


4> 


SUPER COMPUTER 


Take Tmtcpod ^ ^ 10 

Hour Ac wi In Door luxk.. ...... Su 

Uve Cigar And Matches . 10 

Align Luiiier Beaim* + ... T . 15 

Infill Plug On ftxkeiPsd , , . ... .... 3 

i.straji Balter) From Rabbit... . . , ,5 

Install Battery In PackeiPal . . 3 

U %c Pocket Pal ht Super Con^wltr .... 10 

Find Programming Chamber ( t 10 

Ftnd and Open Programming Chamber Duor . .. . . !() 

Flu ill Brain + ... ..................... 15 

Flush Drotdh T ....................... 5 


i.'id to Vbhaul 7 Chamber UlTCr linking brain > 

Get Disk ................... 

Inseit Disk In Drive ... ........ 


Dow uload Jr. Into Body .. 25 

Formatting Over Vhliaul ..... . . , . , 15 

ESTR0S 

Get Paper Wilh 1/2 Code From 5P 5 

iCap Tentacles T .... „ ........ 4 - - 5 

Get Air Tank ..5 

Throw Tank [nlo Slug's Mouth ...5 
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Location of Objects 





















































MALL 


Location of Objects 


Gel ATM Canf . I 

Buy Pune. 5 

Gel Job At Mochi Burg. .a * *. ^ 

If you wimn suit j nd don't tty even once ..*3 

f'lney still get the Buckivoid* though) 

Buy Drew and Wig. ... . t . . j 

Get Cigar Butt .*.. 5 

Get Money from ATM . . , „ ...... , * , .... . ... JO 

Gel Normal Clothes Back On ......... . ........ 3 

Buy Rug „ . 10 

Buy Htnibuok ..♦ ... * 5 

Escape mail after SP chase , ... , ...... ,.,15 


ULENCE 

Use Lienee Code.......5 

Kick Bike ... . 5 

Get Matches , , .... 5 

Evade Bike ..a ...... 5 

.. . . . .''A 7 K; .515TOTAL 


Objects 

Where Found 

Where Used 

Bucfcaroid 

in inventory 

Fay Clerk 1 - 

Rope 

Xenon Street 

Catch Runny 

L.upliip 

Xencni Streei 

Super Computer 

Urttiabk OrJraffKX 

lank on Xenon 

Not, used 

Rabbit 

Xenon Streei 

Get Ratiery 

Battery 

Rear of Rurtn> 

PftcketPal 

Jllt 

Sum union OlTiec 

Get Slime 

Slime 

Sewer 

Open Tunnel 

Gum 

Sequel Totivcmau 

Code lor Pod 

\irTan 1 - 

F.slras Caverns 

Kill Sea Slug 

UmrhtKik 

Soli warn Store 

Timepod Code 

Pnigrammir^ 

Chamber code 


AutoBuck? C.Lrd. 

Escalator 

AutoBucks 

Machine 

Adaptor Hug 

Radio Shock 

Super Computer 

Cigar Bun 

Escalator Platform 

Laser Tunnel 

Matches 

Ulcncr Bar 

Laser l\inndl 

Diskette 

Roger Jr. 

Roger Jr. 
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RrsE sfratchas of Roger's reunion with his son. 




.s' HINT BOOK ORDER FORM 

PRICE TOTAL 

King^Qucrt T 

9.05 


K mil's Quiv.r II 

9.95 


Klaf s QUai M 

9.95 


m§i q&4 iv 

995 


Kihic'n Quest V 

9.95 


S-JIsk* Quetf 1 

9.95 


SptkOC QucC II 

9,95 


Spirt- Qljtsl II] 

9.95 

--- 

Spwe Quest IV 

9.95 


Lctwiie 5a?f Larry 1 

9.95 


LtLWlIC Suit L .lTF, II 

9,95 


LeisureSuit Larry III 

9,95 


PoLiee Quest E 

9.95 


Police Que>i El 

9.95 


Manhunlcf 1 

9.95 


MunhunlEX U 

9.95 


Ciiik Nluik Iveiron 

995 


GoM RuM 

9.95 


Colonel's Bequest 

9.95 


Quest for Glory 1 ffernwrly Hera's Qul-s,i Ii 

9.95 


Quest fw>r tj lor>- II 

9.95 


DaquA'ia frf OansekK 

9.95 


Heart of Quna (Spririp'i 

9,95 


Rise of ihe Dragon 

9.95 


Th* Bl«;l< Ciuldrai 

9.95 


Subtotal 


4‘jU lira« *u4fun. kM WT vtitn Ox. IftrtCRi ml Truh j*ki tiVl -r- 

MJphsM. kntflh rwikxrik kLS ffil uhri at IHX 


Total 


Mors ordering Information on (he following page. 


47 




























































































BOOK ORDER FORM 

Please Print 

Name_ _ _ _ 4 

Address ___ 

City/Slate/Zip __ 

Phone ( ) _._ 

Resumed far cretin caniarden, deurtdfar ail ardtn. 

Check method of payment {PLEASE SOT SEND CASH) 

□ MasterCard D Visa D American Express 

_ Discover Card □ Check Enclosed 

Card Number __ 

Expiration Date _ _ _ J _ m 

Authorizing Signature_ 

Rrqmrtd far f nprfi'f card nrdfrs 

Please allow two weeks for deli very. All prices include shipping and handling. 
Make cheeks payable to 
SIERRA ON-LINE, INC. 

Mail payment with this order Form to; 

Hint Becks 
Sierra On-Line, lne. 

P.O, Box 4K5 
Coarseguld.CA 513614 

___so* 
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